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[said] the operator-controlled object and [said] the terrain objects/being defined within a 
three-dimensional virtual space, the virtual generation appar^us comprising: 

shape data memory which stores shape dat^ defining shapes of the 
terrain objects present in [said] the virtual space; 

position specification means which specifies position of the operator- 
controlled object with respect to the terrain obje^tif 

overlap determination means which determines, on the basis of [said] the 
shape data and [said] the position data, whether or not a terrain object is located 
between [said] the viewpoint and [said] the operator-controlled object; and 

image generation means'^Chich generates image data for displaying on a 
monitor screen the opei^ator^contrdled object and the terrain objects viewed from the 
viewpoint, wherein a te/ra|ir/|pjecUs processed so as to be displayed as a show- 
through image generated! bi(^ dis'plaving pixels indicative of the terrain object and pixels 
indicative of the operato/con^^^ in a prescribed pattern through which the 

operator-controlled objict e'an be viewed in the event that [said] the overlap 

/ 

determination means determines that [said] the operator-controlled object is located 

/ 

behind [intervened by]^the terrain object when viewed from the [current] viewpoint, and 
wherein the terrain^bject is processed so as to be [rendered] displayed as a non-show- 
through image in^e event that both [of said] the operator-controlled object and the 
terrain object are viewed without a prescribed overlapping state from the [current] 
viewpoint. 
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(Twice Amended) A virtual image generation apparatus which generates 
images observed from a viewpoint to be displayed on a monitor, [said] the images 
including an operator-controlled object moving relative to virtual terrain objects, [said] 
the operator-controlled object and [said] the terrain objects being defined within a three- 
dimensional virtual space, comprising: 

shape data memory which stores shape data defining shapes of [said] the 
terrain objects present in [said] the virtual space; 

position specification means which specifies position of [said] the 
operator-controlled object with respect to [said] the terrain objects; 

overlap determination means which determines, on the basis of [said] the 
shape data and [said] the position data, whether or not a terrain object is located 
between [said] the viewpoint and [said] the operator-controlled object; and 

image generation means which generates image data for displaying on 
[said] the monitor [said] the operator-controlled object and [said] the terrain objects 
viewed from [said] the viewpoint, wherein a terrain object is processed so as to be 
displayed as a show-through image generated by displaying pixels indicative of the 
terrain object and pixels indicative of the operator-controlled object in a prescribed 
pattern through which the operator-controlled object can be viewed in the event that 
[said] the overlap determination means determines that [said] the operator-controlled 
object is located behind [intervened by] the terrain object when viewed from the [current] 
viewpoint; 

wherein [said] the overlap determination means computes a first vector 
which extends in a direction in which [said] the operator-controlled object is observed 
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from [said] the viewpoint and a second vector which extends from [said] the terrain 
object towards [said] the operator-controlled object, computes the angle formed by the 
obtained first vector and second vector, and. In the event that this angle falls within a 
prescribed relationship with regard to a prescribed reference angle, determines that the 
operator controlled object is located behind [intervened by] the terrain object when 
viewed from the [current] viewpoint. 



(Twice Amended) A virtual image generation apparatus as defined in 

t 

[Claim] claim^ wherein [said] the overlap determination means compares a 
displacement from a prescribed ground point for a first reference point specified for 
[said] the operator-controlled object with a displacement from a ground point for a 
second reference point specified for [said] the terrain object, and in the event that the 
displacement for [said] the first reference point is smaller that- the displacement for [said] 
the second reference point, decides that the operator-controlled object is located behind 
[intervened by] the terrain object when viewed from the [current] viewpoint. 
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(Twice Amended) A virtual image generation apparatus as defined in 
[Claim] claim ^wherein [said] the overlap determination means makes a determination 
that the operator-controlled object is located behind [intervened by] the object when 
viewed from the [current] viewpoint in the event that the angle falls within the prescribed 
relationship with regard to [said] the reference angle as well as in the event that a 
displacement of the operator-controlled object is smaller than a displacement of the 
terrain object, wherein [said] the displacement of the operator-controlled object is the 
displacement from a prescribed ground point for a first reference point specified for 
[said] the operator-controlled object and [said] the displacement of the terrain object is 
the displacement from a ground point for a second reference point specified for the 
terrain object. 
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7. (Twice Amepded) A virtual image generation apparatus as defined in 
[Claim 6] claim 2 , wherein [said] the pattern is a mesh form with an alternating 
sequence of pixels foj^is^f^ng [said] the terrain object and pixels for displaying [said] 
the operator-controlled ^oject. 
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(Twice Amended) A game device as defined by claim>3t wherein [said] 
the overlap determiner: 

compares a displacement from a ground point for a first reference point for 
[said] the player-controlled object with a displacement from [said] the ground point for a 
second reference point for [said] the terrain object; and 

determines whether [or not] an overlap state, in which the player- 
controlled object is [intervened by] located behind the terrain object when viewed from 
the viewpoint, exists in accordance with whether [said] the displacement for [said] the 
first reference point is smaller than [said] the displacement for [said] the second 
reference point. 

16. (Twice Amended) A game devigfe as defined by claim 14, wherein 
[said] the overlap determiner: 

compares a displacement from a ^^ound point for a first reference point for 
[said] the player-controlled object with a displffcemej^ from [said] the ground point for a 
second reference point for [said] the terrain y6bj^^and 

determines whether [or notj/n ^f^tlap state, in which the player- 
controlled object is [intervened by] locatfed i6ehind the terrain object when viewed from 
the viewpoint, exists in accordance with whether [said angle falls within a prescribed 
relationship with a reference angle ^nd said] the displacement for [said] the first 
reference point is smaller than [sffid] the displacement for [said] the second reference 
point. 
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8. (Twice Amended) A virtual image generation method Which generates 
images observed from a viewpoint to be displayed on a monitor, {said] the images 
including an operator-controlled object moving relative to virtual terrain objects, [said] 



tual 
lein 



the operator-controlled object and [said] the terrain objects being defined within a three- 
dimensional virtual space, [said] the method comprising the steps of: 

storing shape data defining shapes of [saidj the terrain objects; 
computing the position of the operator-cgritrolled object with respect to 
[said] the terrain objects; 

determining, on the basis o^the shap^e data and the position data, for 
[said] the operator-controlled object, wHefher a terrain object is located between the 



viewpoint and [said] the operator-contn 
from the viewpoint; and 




object in an overlapping state when viewed 



generating image data for displaying on the monitor the operator- 



controlled object and the terrain objects viewed from the viewpoint, in which a terrain 

/ 

object in an overlapping state is processed so as to be [rendered] displayed as a show- 



through image generated by displayingfpixels indicative of the terrain object and pixels 

/ 

indicative of the operator-controlled obiect in a prescribed pattern through which the 



operator controlled object can be viewed in the event that the terrain object is located 
between the viewpoint and [said] the operator-controlled object in an overlapping state 
when viewed from the viewpoint.iand in which a terrain object disposed in a state other 
than [said] the overlapping state is [rendered] displayed as a non-show-through image. 
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9. (Twice Amended) An information storing medium for use with a virtual 
image generation apparatus which generates images observed from a viewpoint to be 
displayed on a monitor, [said] the images including an operator-controlled object moving 
relative to virtual terrain objects, [said] the operator-controlled object and [said] the 
terrain objects being defined within a three-dimensicrnal virtual space, [said] the 
information storing medium storing a program which executes the steps of: 

supplying shape data defining shapes of objects to be displayed; 

computing position of the operato/controlled object with respect to the 
terrain objects; 

determining, on the basi^^thejshape data relating to the terrain objects 
present in [said] the virtual space and tlj^^sition data, for [said] the operator-controlled 
object, whether any of the terrain objejfts is located between the viewpoint and [said] the 
operator-controlled object in an overlapp/ng state when viewed from the viewpoint; and 

generating image data for displaying on the monitor the operator- 
controlled object and the terrain objects viewed from the viewpoint, in which any terrain 



object in an overlapping state is processed so as to be [rendered] displayed as a show- 
through image generated by displa^/ing pixels indicative of the terrain object and pixels 
indicative of the operator-controlled obiect in a prescribed pattern through which the 
operator controlled object can beiviewed in the event that the terrain object is located 
between the [current] viewpoint and [said] the operator-controlled object in an 
overlapping state when viewed /From the viewpoint, and in which any of the terrain 
objects disposed in a state other than [said] the overlapping state is [rendered] 
displayed as a non-show-throjugh image. 

^ J , - - ^- 
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1 3. (Twice Amended) A game device which generates images observed from 
a viewpoint to be displayed on a monito/ [said] the images including a player-controlled 
object moving relative to virtual terrain objects, [said] the player-controlled object and 
[said] the terrain objects being defined within a three-dimensional virtual space, [said] 
the game device comprising: 

an input means with which a game player operates a computer game; 

shape data memory ifhich stores shape data defining shapes of the 

terrain objects present in [said] t^e virtual space; 

I 

a position data specifier which specifies a current position for the player- 



controlled object with respect to the terrain objects; 

I 

overlap determination means which determines, on the basis of [said] the 



between the viewpoint and the 



shape data and [said] the position data, whether or not a terrain object is located 

controlled object; and 

h generates image data for displaying on the 
object and the terrain objects viewed from the 



an image generated 



I 




monitor screen the player-contc 
viewpoint wherein a terrain object is processed so as to be [rendered] displayed as a 



show-through image generated by displaying pixels indicative of the terrain obiect and 

I 

pixels indicative of the operator-controlled obiect in a prescribed pattern through which 

I 

the player-controlled object is viewed in the event that [said] the overlap determiner 
deternnines that [said] the player-controlled object is located behind [intervened by] the 
terrain object in an overlapping state when viewed from the viewpoint, and wherein a 



terrain object is [rendered] displayed without such show-through image effect in the 
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ject and [said] the terrain object are disposed in 



14. (Twice Amended) A game device AA/hich generates images observed from 
a viewpoint to be displayed on a monitor, [said] the images including a player-controlled 
object moving relative to virtual terrain objects, [said] the player-controlled object and 
[said] the terrain objects being defined withii/l a three-dimensional virtual space, [said] 
the game device comprising: 

an input means with which i game player operates a computer game; 
shape data memory which/stores shape data defining shapes of the 
terrain objects present in [said] the virt/al space; 

a position data specifier/which specifies a current position for the player- 
controlled object with respect to the/errain/objects; 

overlap determination m^^rs which determines, on the basis of [said] the 
shape data and [said] the position da4, whether [or not] a terrain object is located 
between the viewpoint and the player-controlled object; and 



an image gener^ior which generates image data for displaying on the 
monitor screen the player-controlled object and the terrain objects viewed from the 
viewpoint wherein a terrain object is processed so as to be [rendered] displayed as a 
show-through image through which the player-controlled object is viewed in the event 
that [said] the overlap determiner determines that [said] the player-controlled object is 
located behind [interve/ied by] the terrain object in an overla pping state when viewed 
from the viewpoint. 
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25. (Amended) A computer system comprising a grapni c image p r uuess or — 

wherein various objects are defined in a three-dimensional virtual space and programs 

are executed in response to an operator's instrption so that an operator-controlled 

object moves against a terrain composed of terrain objects defined in the three- 

/ 

dimensional virtual space and images of the ^perator controlled object and the terrain 
objects viewed from [a] at least one viewpoint are generated for displaying on a monitor, 
the computer system^ comprising: 

an input means which is mafiually controlled by an operator, the image of 
[said] the operator-controlled object movis \/resjJ>nse to the operators' control with the 
input means; | J 

shape data memory storejcl wjjmsh data for objects; and 
processing means for [rendering] generating images of the operator- 
controlled object and the terrain objects for displaying on the monitor, 

wherein the processing means determines positions of the operator- 
controlled object with respect to the terrain objects and, in the event that a terrain object 
is located [intervening] between the Jewpoint and the operator-controlled object in the 



three-dimensional virtual space when viewed from the viewpoint, [renders] generates a 



f. 



portion of the terrain object overlapping with the operator-controlled object with a show- 



through image effect generated bwdisplaving pixels indicative of the terrain object and 

I 

pixels indicative of the operator-controlled object in a prescribed pattern . 
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28. (Amended) A computer system defimng various objects in a three- 
dimensional virtual space and executing programs that respond to an operator's 
instruction so that a operator-controlled object moves against a terrain composed of 

terrain objects defined in the three-dimensional virtual space and images of such 

/ 

objects viewed from a viewpoint are generated for displaying on a monitor, the 
Computer system comprising: 

an input means which is manually controlled by an operator, the image of 
[said] the operator-controlled object moving in response to the operators' control with 



the input means; and 

processing means for [re 



nder 



lenerating images of the operator- 



controlled object and the terrain objects fordisplaying on a monitor, 

wherein [said] the proceq^ng means determines positions of the operator- 
controlled object with respect to tne terrain objects and, in the event that a terrain object 
is located [intervening] between/the viewpoint and the operator-controlled object in the 
three-dimensional virtual space when viewed from the viewpoint, [renders] generates a 
portion of the terrain object overlapping with the operator-controlled object with a show- 
through image effect generated by displaying pixels indicative of the terrain obiect and 
pixels indicative of the operator-controlled obiect in a prescribed pattern . 



lergfti 
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29. (Amended) A method of [rendering] gen^ting images on a computer 
system, the computer system defining objects in aihree-dimensional virtual space, 
[said] the objects including an operator-controlled object and a terrain composed of 
terrain objects, and wherein [said] the compute system [renders] generates images of 
[said] the objects viewed from a viewpoint fo/displaying on a monitor, [said] the method 
comprisirig^he steps of: 

receiving signals from an in^ut means controlled by an operator; 

processing the signals so that operator-controlled object moves relative to 

Ij 

their terrain objects in response to [said] the signals; 

determining the position's of the operator controlled object with respect to 

the terrain; 



[rendering] generating imag 




e operator-controlled object and the 



terrain objects viewed from the viewpoiraffST displaying on the monitor; 

wherein, in the evept thj/t a terrain object is located [intervening] between 
the viewpoint and the operator-cbntrolled object in the three dimensional virtual space 



when viewed from the viewpoint, a portion of the terrain object overlapping with the 



// 



operator controlled object is [rendered] generated with a show-through effect generated 



by displaying pixels indicative of the terrain object and pixels indicative of the operator- 



controlled object in a prescribed pattern 
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30. (Amended) An information storing medium for use with^ computer system 
defining objects in a three-dimensional virtual space, [said] the objects including an 
operator-controlled object and a terrain composed of terrain objects, and wherein [said] 

of [said] the o 



the computer system [renders] generates images 



objects viewed from a 



viewpoint for displaying on a monitor, [said] the medium s/oring a program which 
^^ecutes the steps of: 

receiving signals from an input means controlled by an operator; 
processing the signals so that operator-controlled object moves relative to 
their terrain objects in response to [said] the signal; 

determining positions optffeY)pera^r controlled object with respect to the 
terrain objects; 

[rendering] generating imagys^of the operator-controlled object and the 
terrain objects viewed from the viev^poinyor displaying on the monitor; 

wherein, in the evenf that a terrain object is located [intervening] between 

/ 

the viewpoint and the operator-controlled object in the three dimensional virtual space 

when viewed from the viewpoint, a portion of 1 

/ 

operator controlled object is [rendered] generated with a show-through effect generated 

by displaying pixels indicative of the terrain obiect and pixels indicative of the operator- 

/ 

controlled obiect in a prescribed pattern . 



the terrain object overlapping with the 



LAW OFFICES 

FiNNECAN, Henderson, 
Farabow, Garrett, 

S DUNNER,L.L.P. 

I300 I STREET, N. W. 
WASHINGTON, DC 20005 
202-408-4000 



-14- 



AWrney Docket No.: 05905.0027 



Please add new claims 31-35, as follows: 
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"31 . (New) A virtual image generation apparatus comonsing: 

shape data memory which stores data defining^hapes of a plurality of 
terrain objects within a three-dimensional virtual space; 

position specification means which speciff6s a position of an operator- 
controlled object within the virtual space; 

overlap determination means which determines whether a terrain object is 
located between a viewpoint and the operator-controlled object; 

first image generation means which generates image data for the 
operator-controlled object and the plurality of t;p/r^n] objects as viewed from the 




viewpoint; and 

second image generation/means which generates image data for the 

operator-controlled object and the terrain objects comprising pixels indicative of the 

terrain object and pixels indicative of the operator-controlled object in a prescribed 

/ 

pattern if the overlap determination means determines that the operator-controlled 



object is located behind the terrain object when viewed from the viewpoint. 
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32. (New) A virtual image generation method comprising the steps of: 

storing data defining shapes of a pluralityyof terrain objects within a three- 
dimensional virtual space; 

computing the position of an operatoryfcontrolled object within the virtual 

space; 

determining whether a terain pbject is located between a viewpoint and 
the operator-controlled object; ( jy 

generating image data rarl^^ object and the plurality 

of terrain objects as viewed from the/viewpoint; 

generating image data for the operator-controlled object and the terrain 
object comprising pixels indicative of the terrain object and pixels indicative of the 
operator-controlled object in a pre^ribed pattern if the operator-controlled object is 
located behind the terrain objec/when viewed from the viewpoint. 
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33. (New) An information storing medium storing a pro/ram which executes 
the steps of: / 

storing data defining shapes of a plurality of terrain objects within a three- 
dimensional virtual space; 

computing the position of an operator-coi^'trolled object within the virtual 

space; 

determining whether a terrain object js located between a viewpoint and 
the operator-controlled object; and 

generating image data for tf^^derator-controlled object and the terrain 
objects as viewed from the viewpoint 



7 



generating image data for the operator-controlled object and the terrain 

/ 

object comprising pixels indicative of the terrain object and pixels indicative of the 

/ 

operator-controlled object in a prescribed pattern if the operator-controlled object is 
located behind the terrain object when viewed from the viewpoint. 
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34. (New) A computer system corrj/rising: 

an input means for operatino^an operator-controlled object; 
first generating means forygenerating image data of the operator- 
controlled object and a plurality of terrain objects from a plurality of viewpoints, 

processing means for/letermining the position of the operator-controlled 
object with respect to th^ 
second gl 

controlled object and theAerrain objects comprising pixels indicative of the terrain object 
and pixels indicative of th^operator-controlled object in a prescribed pattern if the 
operator-controlled objecft is located behind a terrain object when viewed from the 
viewpoint. 



ility of terrain objects as viewed from a viewpoint; and, 
i/means for generating image data for the operator- 
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35. (New) A game device comolising: 

a controller for operating af player-controlled object; 

a shape data memory which stores data defining shapes of a plurality of 
terrain objects present in a three-dimernsionai virtual space; 

a position data specifier which specifies a current position for the player- 
controlled object within the virtual space; 

an overlap determination processor which determines whether a terrain 

/ 

object is located between a viewpoint and the player-controlled object; and 



an image generatorAA/hich generates image data for the player-controlled 



object and the terrain objects as vi 
player-controlled object and thelte 
object and pixels indicative of the 



I 




from the viewpoint and image data for the 
Dbject comprising pixels indicative of the terrain 
controlled object in a prescribed pattern if the 



overlap determination processor/determines that the player-controlled object is located 
behind the terrain object whem viewed from the viewpoint.-- 



LAW OFFICES 

FiNNEGAN, Henderson, 
Farabow, Garrett, 

S DUNNER,L.L.R 

I300 I STREET, N. W. 
WASHINGTON, DC 2OO05 
202-408-4000 



-19- 



